More than 20 Role Playing Adventures 


WHO KIDNAPPED 
PRINCESS SARALINDA? 


WIZARDS, WARRIORS & YOU 
is a game of fantasy role-playing 
as well as a book. 


In each adventure, you will choose to play the game as 
either the Wizard or the Warrior. Wearing the Wizard’s 
robes, you will summon up magical spells to fend off 
your enemies. Carrying the Warrior’s sword, you will use 
your strength and brilliance in battle to prevail against all 
challengers. 


There are dozens of adventures in this book. If you 
choose to play the role of the Wizard, all of the mysterious 
spells in The Book of Spells at the back of this book will be 
at your command. Use them to guide the Wizard past peril 
after peril. 


Then close the book and start all over again, this time as 
the Warrior. Try your skill with all of the weapons listed in 
The Book of Weapons, also found at the back of this book. 


No matter which role you choose to play, you will face 
new challenges, battle surprising foes, and make life-or- 
death decisions on every page! 
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Jntroducfion 


Past the pale stone castle, where King Henry 
rules, past the green courtyard where Henry’s 
knights train and meet in the competition of 
the joust, past the meadows where the King’s 
cows graze, past the vineyards where the King’s 
wine is pressed, past the marketplace, past the 
village inns, past the farms, several hundred 
yards beyond the low brick wall that forms the 
very boundary of the royal domain, stands a 
large, flat rock. 

This large, flat rock is bounded by a steep 
jagged cliff on one side and the rolling purple 
ocean on the other. It is on this flat rock that 
the Wizard and the Warrior meet to remember 
adventures of the past and to talk of adventures 
yet to come. 

They have much to talk about. 

Together, this team of legend — this master 
of magical forces and this champion of the 
lightning sword — have defeated evil in this world 
and in worlds beyond. They have triumphed 
over untold foes in castles and courtyards, and 
in the mountains and forests that surround the 
medieval world. 


The challenges of this world are many. For there 
are always those - human and non-human - who 
would destroy the Wizard and the Warrior and the 
world they protect. 

In this book, you will enter the unpredictable 
world of the Wizard and the Warrior. You will enter 
the world - and you will become part of it. 

If you make the right decisions, the Wizard 
and the Warrior will succeed in their quest, and 
their legend will live on. If you make the wrong 
choices, their bright legend will dim, and you will 
find yourself trapped in a world of unimaginable 
horrors. 

The journey into the world of Wizards, Warriors, 
and You begins on PAGE 1. 


J. was a night ofjoyous celebration in Silvergate 
Castle. The Great Hall roared with cheers and 
laughter as the musicians played and the tumblers 
and jugglers performed. King Henry’s knights 
drank and boasted and toasted their King and his 
daughter, the Princess Saralinda, who would marry 
at sunrise. 

“Little brother, am I not the luckiest and happiest 
man on earth?” asked Sir Marlayne, who sat 
between his younger brother, Balfore, and King 
Henry at the royal table. “Tomorrow I will marry 
the fairest woman I have ever seen.” 

“You may be the luckiest, brother. But I am the 
happiest,” said Balfore. “Seeing you married and 
settled at last is a sight that Father and I thought 
we'd never see. But now, not only are you to be 
married, but one day you will wear the greenstone 
lion-crested ring of the King!” 

“You are a rogue,” Marlayne said, lifting his wine 
cup and toasting his brother's health. “And, as 
always, you jest with me. Everyone knows the King’s 
ring is carved from a purple stone, not green.” 

Then King Henry rose and spoke to the young 
and handsome Marlayne, and to all those in the 
Great Hall. “A toast to the bridegroom,” the King 
called. “Who could ever imagine that I would give 
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my only daughter in marriage to the son of my 
enemy? But this, I do willingly.” 

“Your Majesty,” Marlayne said, “my marriage to 
Princess Saralinda will bring me eternal joy, and it 
will also heal a wound between you and my father, 
King Brookhaven, which should have healed years 
ago. 

Just then Cimmerian, one of Henry’s fiercest 
knights, stood and spoke. “I say we should have 
marched on Brookhaven and removed that 
pestilence from the face of the earth!” 

Murmurs passed through the crowd. 

“Cimmerian,” King Henry said, “you are a good 
knight, but too hot-blooded. You have never been in 
love. Young Marlayne has won my daughter’s heart. 
And I could no more deny her a wish than I could 
deny my lungs air to breathe.” 

The revelers shouted their approval. 

At the far end of the royal table sat the Wizard 
and the Warrior. The Warrior chewed on a leg of 
mutton in one hand and drank from a wine goblet 
in the other. The Wizard dropped pinches of 
different coloured powders into a cup of wine and 
then stared deeply at the results. 

“There are many who agree with Cimmerian,” 
the Wizard said softly. “Unrest walks King Henry’s 
land like a hungry lion. The people think their King 
has grown old and afraid to fight.” 

“I will tear the tongue out of any man who 
speaks against King Henry,” the Warrior shouted, 
pounding his wine goblet on the table. 

“You may have to — and tonight, my friend.” 
the Wizard said, never removing his eyes from his 
smoking wine cup. 

“But where is the bride?” King Henry asked. 
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“She should have joined us an hour ago.” 

“I hope she hasn't changed her mind about you, 
brother,” Balfore said. And the room echoed with 
laughter. 

“Page, tell the Princess Saralinda’s servants to 
bring her to us. We want to toast her happiness 
while she is still a young woman,” the King ordered 
in good humor. 

The young page left the Great Hall, and the 
Warrior again raised his wine goblet to his lips. But 
the Wizard stopped him. 

“No more wine, my friend. This evening I fear we 
will need our sharpest wits and clearest thoughts.” 
When the page returned, he was pale and out 
of breath. “Your Majesty,” the boy whispered in 
the King’s ear, “the Princess Saralinda has been 
kidnapped!” Now it was King Henry who turned 
pale as he rushed from the Great Hall to the 
chamber of his young and fair daughter. 

Within minutes, the Wizard and Warrior were 
summoned to King Henry’s private chambers. 

“My daughter is gone. Tables and chairs have 
been overturned in her room. A piece of her hem 
was found on the floor. She did not go willingly. You 
must find her for me.” 

“We will, Your Majesty,” the Warrior promised. 

Then one of the castle guards reported to the 
King’s room. “Your Majesty,” the guard said, “the 
sentinels all report that they have seen no one leave 
or enter the castle since nightfall.” 

“That means the Princess is still in the castle,” the 
Wizards said. 

“There are parts of this castle which have not 
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been entered by a mortal man in generations. And 
there are other rooms which must not be entered by 
a mortal man,” King Henry said. 

“We will search every room until we find her, 
Your Majesty,” the Wizards and the Warrior vowed. 

“Find her you must, my trusted friends. Because 
if the marriage of my daughter and the son of 
Brookhaven is delayed one minute past sunrise, I 
fear the people’s anger will be uncontrollable. It will 
confirm their worst suspicions — that Brookhaven 
has sent Marlayne here not to marry Saralinda, but 
to betray and attack us! 

“And there is one more thing,” King Henry said, 
his voice low and his face grim. “If my daughter is 
not returned to me safely tonight, my grief will be 
uncontrollable. Now go. I must resume the festivities 
in the Great Hall so that no one will know anything 
is wrong.” 

With that, the Wizard and the Warrior bowed 
to the King and left him to begin their search for 
the kidnapped Princess Saralinda — and for her 
abductors. 


Go on to PAGE 5. 
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Now the mission becomes your mission. You 
must choose whether to begin your search as the 
WIZARD or as the WARRIOR. How will you solve 
the mystery of the kidnapped Princess? 


If you want to assume the role of the Wizard, turn 
to PAGE i. 

If you want to look for Saralinda as the Warrior, 
turn to PAGE 9. 
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There are few candles burning in this remote 
hallway of the castle, because only a few people 
ever venture into it. 

At the end of this corridor, a madwoman lives by 
herself in a small chamber with a thick door. The 
door is always locked — but the madwoman is a 
cousin of King Henry’s, and so the door is locked 
from the inside. In truth, the madwoman does not 
want to leave her chamber, because she believes 
the people on the outside are dangerous to her — 
perhaps even crazy. 

“Why have we come here?” the Warrior asks, 
“Everyone knows that Mahta thinks she is a 
chipmunk half the seasons of the year.” 

“Sometimes she is so deranged she does not 
make sense, but on rare and lucky occasions she is 
so deranged that she makes complete sense,” you 
explain. “She lives close to the Princess’s chamber. 
Perhaps she heard or saw something...” 

You knock on the door and the madwoman calls, 
“Go away. I must gather nuts and seeds. A harsh 
winter is coming.” 

You knock again and call out, “Mahta, it is I.” 

An old hag with white hair looks through the 
barred window of the heavy wooden door. 

“I need your help,” you say. “Let us in.” 

Her eyes dart from you to the Warrior and back 
again. “If you want to come in, the good knight will 
have to surrender his sword to me.” 

The Warrior’s hand clasps his sword, and he 
steps back. 


If you think you can convince the Warrior to 
agree to Mahta’s condition, turn to PAGE 24. 
If not, turn to PAGE 13. 
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If you are the Warrior: 


In the past you have triumphed over adversaries, 
both human and nonhuman. But now you challenge 
a foe that always triumphs in the end — Time! 
Every second that ticks by, every grain of sand that 
falls in the hourglass is mocking you, taunting your 
strength and your heart. 

Fortunately, you have plenty of each, as well as an 
arsenal of weapons designed especially for you, the 
greatest of King Henry’s warriors. 

At the back of this book, on page 101, you will find 
The Book of Weapons. Turn to it now. Read about 
each one carefully because you may take along only 
three in addition to #1, the Sword of the Golden Lion, 
which is at your side night and day. Choose your 
three weapons as carefully as if you were choosing 
between life and death. 


When you have selected your weapons, go to 
the Weapons Room on PAGE 10 and begin your 
adventure. 


10 


Sweeping his cape around him, the Wizard 
cautiously follows you into the Weapons Room. 

“Magical capes are fine things,” you say, “but 
I prefer the feel of a sharpened battle-axe in my 
hand.” You walk to the far wall and search the row 
upon row of swords, daggers and other instruments 
of battle. “Cursed villainy! Where is it?” you shout. 
“The battle-axe is missing!” 

“Someone has been in this room before us,” the 
Wizard says. “Someone who knows our ways and 
knows the castle well, too. There isn’t a moment to 
lose.” 

If you have chosen the battle-axe as one of your 
weapons, youre out of luck. You'll have to go on your 
mission with only two weapons, plus the Sword of 
the Golden Lion, of course. 

Study the floor plan of Silvergate Castle on pages 
6 and 7. Then choose on of these three rooms to 
begin your search for the Princess. 


If you want to go to the dungeon, turn to PAGE 21. 


PAGE 15. 
If you want to go to the servant’s quarters, turn to 


PAGE 26. 
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If you are the Wizard: 


Finding the Princess Saralinda and returning her 
to her father, King Henry, is no mere magic trick. It 
will require your sharpest use of intuitive powers, 
thinking skills, and your wizardry. 

At the back of this book, on page 97, you will find 
a book of all the magical spells you can cast. Turn 
now to The Book of Spells. Read them carefully. 

Then turn to pages 6 and 7 for a floor plan of 
Silvergate Castle. The Princess is being held captive 
somewhere in one of these rooms. This floor plan 
will help you choose where to go. 

Now choose a room and begin your search. 


If you want to go to the madwoman’s chamber, 
turn to PAGE 8. 

If you want to search in the Tower Room, turn to 
PAGE 18. 

If you want to look for clues in Saralinda’s 
chamber, turn to PAGE 36. 
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Could Sir Marlayne have kidnapped his own 
fiancée? Could it be true that he and his father, King 
Brookhaven, want war, not peace? 

On the way to Sir Marlayne’s chamber, your head 
is full of questions. Suddenly, you see Marlayne 
coming through the kitchen door. He is brushing 
dirt off his clothing. 

“One does not brush dirt off when coming from a 
kitchen,” the Warrior says. 

“But the kitchen does provide direct passage to 
the dungeon, my friend,” you say. 

“This Marlayne interests me more and more,” the 
Warrior says, with suspicion in his voice. 

Suddenly, Marlayne goes back into the kitchen. 
He returns moments later, hiding something under 
his cloak. 

You and the Warrior follow him through the 
castle. He sneaks up the stairs to the Tower Room. 
Then, on his hands and knees, he climbs out the 
tower window and crawls along a narrow wall to the 
guard tower at the other end. 


Turn to PAGE 88. 
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Of course, the Warrior cannot surrender his 
sword without renouncing his pride and his oath 
as a knight of King Henry. You try to explain this 
but in the middle of your sentence, the madwoman 
unlocks and opens the door and then runs past 
you. She runs into Saralinda’s chamber and starts 
jumping up and down on the bed, screaming, “I 
want to be a princess! I want to marry Marlayne! 
What does he need her for???!” 

You've made a bad choice. Mahta is too deranged 
to be any help to you. 


Go back to PAGE 11 and pick a room you have not 
already explored. 
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You run crazily for the Weapons Room. Anyone 
who stands in your path feels the blow of your 
hands. You slam the solid door behind you so that 
you may choose the weapon with which to slay the 
treacherous King! The rows of swords, axes and 
lances shine and dazzle your eyes. You wave your 
hands and say a few words, and a broadsword with 
a serpent’s head carved in the handle flies from the 
wall into your hands. 

Suddenly from behind you, the door flies open 
with a crash. 

“Wizard!” the Warrior shouts at you. It is a 
command, aplea,andacryatthesametime! You turn 
to see the Warrior standing, feet apart, the Sword of 
the Golden Lion in one hand and the Devil’s Dagger 
in the other. Then you see something you cannot 
believe. The Warrior’s hands are trembling and so, 
too, is his lower lip as he says again, softly, “Wizard.” 

Still, you know that he will die trying to prevent 
you from leaving this room. 


If you dare to stay and fight the Warrior, go to 
PAGE 31. 

If you want to run for the Great Hall to kill the 
King, turn to PAGE 64. 
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You and the Wizard walk up to a locked gate that 
has not been opened in 200 years. Beyond the gate 
is a long, winding stairway leading up to a locked 
room. No one knows for certain what danger is 
sealed in that room — and no one in 200 years has 
wanted to find out! 

You hold your torch through the bars of the 
gate. You see footprints in the dust leading up the 
stairway — fresh footprints! 

“Someone has taken the Princess to that evil 
room,” you say, shaking the locked gate furiously. 
You remove part of a stone from the wall and reach 
for the secret gate key. But it is missing. “Someone 
has stolen the secret key!” you shout, and you brace 
yourself to bend the bars apart. But the Wizard pulls 
you back. 

“You must conserve your strength, my friend,” he 
says. “More important things lie ahead.” He closes 
his eyes, puts his hands on the gate — and there is a 
puff of green smoke. The gate swings open. 

You and the Wizard race up the stairs. You stand 
outside the door to the room — one hand on the 
doorknob, the other hand near your weapons. 

Suddenly the door opens under its own power, 
and a ten-foot-tall guardbeast, red molten slime 
dripping from its mouth, leaps out at you! Its cry 
is hideous. Its jagged teeth open in preparation to 
attack! 


If you want to fight the beast with your sword, 
turn to PAGE 33. 
If you think you will need another weapon, turn 


to PAGE 90. 
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You begin to explore this secret passageway, 
tapping your sword along the walls to follow its 
path. A light flickers behind you, then disappears as 
quickly as it came. Suddenly, you hear the Wizard’s 
voice calling to you. He catches up with you, and the 
two of you press on through the darkness. 

Eventually, you realize you are in trouble. The 
floor plan of the castle shows this passageway as a 
straight connection from Cimmerian’s chamber to 
the kitchen. But actually, the passage winds and 
winds. Before long, you have lost your sense of 
direction completely. 

Finally you see a slender wedge of light 
penetrating the blackness. You press the wall next 
to the wedge of light, and a portion of the wall gives 
way. Cautiously, you enter a mysterious, doorless, 
windowless, but moonlight-filled room. The room 
is empty; the Princess is not here. The tall ceiling 
has an open grating and you discover that the room 
is directly under the tower guard’s station. What 
could this room be used for? you wonder. The Wizard 
steps from the passageway into the room. Suddenly 
the floor revolves, and a pit opens in the middle of 
the room. You fall a few feet to a platform. 

“Stand still!” you warn the Wizard. But it is too 
late. He has taken a step toward the opening of the 
pit. The floor revolves once more. And this time the 
Wizard joins you on a downward plunge, hurtling 
to death and eternity. 


END 
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King Henry looks serious and afraid, as he 
explains that his daughter has been kidnapped and 
that he wants you and the Warrior to find her before 
sunrise. 

Of course, he doesn’t know that you have 
moved time back and that you are learning of the 
kidnapping for what seems like the one hundredth 
time. Finally, King Henry finishes telling you of his 
grief and imploring you not to fail him. 


Return to PAGE 37 and investigate either Marlayne 
or Cimmerian. Perhaps one of them is the 
mysterious figure you seek. 
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It seems like only moments ago that you and the 
Warrior were enjoying the music and wine of the 
marriage celebration. Now you and your friend are 
climbing the stairs of the castle tower in solemn 
silence. The two of you have triumphed in many 
life-or-death adventures, but never with so little 
time and so few clues. 

The Tower room is cold and dark. Its remoteness 
makes it a likely spot in which to hide the Princess. 
But she is not there. 

Just as you turn to leave, the heavy door to the 
room closes. You hear the unmistakable sound of 
someone locking and barring the door from the 
outside. 

“Quickly,” the Warrior urges you, “cast a spell so 
that we may escape and pursue the villain who has 
locked us in.” 

“That is a good idea, dear friend,” you say, “but 
alas, I cannot do that. In truth, I dare not do that.” 


Turn to PAGE 42. 
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You raise the morning star and begin to swing 
it faster and faster over your head. You release the 
handle, and the weapon flies straight and true to the 
snake’s head. But one blow is not enough to stun the 
creature into dropping the Wizard. 

You will need to deliver five more blows to the 
serpent’s head to save your friend. 


Flip a coin nine times. If it comes up heads five 
times out of nine, go to PAGE 46. 

If not, try your sword against the giant snake, on 
PAGE 22. 
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Sir Cimmerian thinks of himself as the toughest 
and boldest of Henry’s knights. He has dedicated 
himselfto a strict warrior’s code. His private chamber 
is small and cramped. There is little furniture and 
nothing to lend color or warmth to the cell-like, 
Spartan atmosphere. The room is so small that you 
and the Warrior bump into each other as you search 
for clues. 

“Cimmerian has been a thorn in King Henry’s 
side of late,” the Warrior says. “That hot-headed 
knight does not approve of this marriage, nor 
does he approve of the peace it will bring between 
Henry’s kingdom and Brookhaven’s.” 

“Yes. But how do we explain this: The trail of 
flower petals from the Princess’s room ends at the 
doorway. There are none inside this room,” you say. 

“Shhh!” the Warrior warns. “Footsteps!” 

You do not want to be seen. You could make 
yourself and the Warrior invisible, but the room is 
so small there simply isn’t room for you, the Warrior, 
and a third person. Visible or invisible, the two of 
you would take up too much space and run the risk 
of being discovered. 

No, you will have to use Spell #1, Shift Shape, to 
transform yourself and the Warrior into another 
form...but what should you and the Warrior 
become? It must be something in plain sight, and 
the room is not big enough for more tables, desks or 
chairs. Cimmerian’s door begins to open. You stare 
at a crust of dry bread on a plate on the floor as you 
say the magic incantation. 


Go on to PAGE 89. 
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Rats flee from the light of your torch as you lead 
the way down the stairs into the dungeon. Down 
below is a labyrinth of execution rooms and torture 
chambers, and hundreds of cells where prisoners 
endure the more horrible torture of never seeing 
the light of the sun. 

“Halt! Who goes there?” calls a voice in the 
darkness below you. 

“A friend,” you say, continuing down the slippery, 
moss-covered steps. 

A cruel laugh is the unseen man’s reply. “I have 
no friends except my executioner’s blade,” he says. 

“We must search the dungeon,” the Wizard says. 

You and the Wizard have reached the dungeon. 
And you are confronted by the dungeon keeper, 
a tall man with enormous muscles. Even in the 
darkness of this foul place, he wears no shirt. He 
carries a thick wooden club with iron spikes. 

“This is my world. I make the rules. I decide who 
passes by me and who does not. And Pll tell you 
this: No one who ventures down here — for any 
reason — returns upstairs,” he says. 

You draw out the Sword of the Golden Lion. 
“I will not waste words with you,” you tell him, 
handing your torch to the Wizard. The light of the 
torch flashes across your sword and lights up the 
lion etched in gold on the blade. 

“I didn’t know it was you,” the dungeon keeper 
says, dropping his club in the dirt. “Pass through 
my domain, Warrior. And good fortune to you, 
whatever you are seeking.” 


Go on to PAGE 29. 
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You thrust with the Sword of the Golden Lion. 
But the snake’s skin is like stone. The creature looks 
down on you, hisses once, and then swallows the 
Wizard whole. Your friend is a bulge in the snake’s 
throat. The bulge begins to move down through its 
body. The sight of it floods your heart with anger. 

You leap at the snake, swinging your sword in 
midair with all your might. The blow slices the 
snake’s head from its body. But the Wizard has 
slipped lower! You leap and swing again and again, 
each time slicing the snake into smaller and smaller 
sections. Each section continues to live and none of 
them will yield the Wizard. Then, finally, when the 
creature has been cut down to a third of its size, you 
are able to chop the Wizard out of the snake. 

The Wizard is free, but you still must kill the 
treacherous reptile. You have only enough strength 
to swing your sword twice more. Will that be enough 
to kill this giant foe? 


Flip a coin twice. If it comes up the same both 
times, turn to PAGE 46. 


If it doesn’t come up two heads or two tails, you 
have failed. Quick — grab the Wizard and run out 
of the dungeon. Find another room to explore, at 
the bottom of PAGE 10. 
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You have broken your vow as a wizard once, and 
you cannot bring yourself to do it again — even if 
it means your death, the death of the Warrior, and 
perhaps even the death of Princess Saralinda. 

The ceiling falls — but miraculously, the stones 
fall away from you! You and the Warrior are 
untouched. Then the Grand Wizard materializes 
out of the rubble. 

“You are wise and good, Wizard, for respecting 
my spell and not trying your magic again. I shall 
attend you with a favorable eye in the future,” the 
Grand Wizard says. “And now I shall help you in 
your mission. You will need a magic number for 
your success. That number is 28. Remember it. Good 
luck, good Wizard, and to you, brave Warrior.” 

The Grand Wizard disappears before you can 
speak. There is a puff of white smoke in the black 
night. The puff takes the shape of the number 28. 


If you think this number means that you will find 
the Princess on PAGE 28, go there now. 


If you think it refers to Sir Marlayne, who will 
become the 28th heir to the throne of Silvergate 
when he marries the Princess, turn to PAGE 12. 


If you think it refers to the 28 corridors of 
Silvergate Castle, turn to PAGE 11 and pick another 
room that you have not already explored. 


If you have already discovered the solution to 
this crime, you'll know what to do with this magical 
number. Do it now!! 
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Because he knows it is important, the Warrior 
makes the extraordinary gesture of handing the 
sword through the barred window to the mad 
woman. Next you hear the sound of a heavy lock 
turning; finally the door swings open, and you enter. 
As you walk in, the madwoman hits both of you in 
the face with an overstuffed pillow. 

“What can you tell us about Princess Saralinda?” 
you say patiently. 

“Princess Saralinda is a silly girl, silly girl, silly 
girl!” the madwoman babbles. 

The Warrior makes a move to grab his sword 
and leave, but you sense that she has something to 
tell you, if only you could ask the right question. 
“Matha, this is a matter of life and death. Tell me all 
you know about what happened tonight.” 

The old woman suddenly begins to dance about 
the room, reciting a poem: 

“Where you are is not where you want to be. 

The corner of the castle holds the secret, and it 

also holds me. 

But that isn’t the answer to where the Princess 

lies. 

Hurry! You must find her before she dies.” 


Does Mahta’s poem contain a clue to the mystery? 
Look at the floor plan of the castle again. 


If you want to visit the Tower Room, turn to PAGE 
18. 

If you want to search outside the castle walls, 
turn to PAGE 94. 
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“A great wizard gave me this magic ring,” you 
explain to the Warrior. “It has the power to move 
time back — much further than I can with my 
own spell. I have never used it, because it can only 
be used once, or possibly twice, before it loses its 
power. But the abduction of Princess Saralinda is 
so tragic that I can’t imagine saving it for a greater 
need.” 

The ring’s magic is quick. In an instant, you can 
see that you have moved time back to a moment just 
after the Princess’s disappearance. Her chamber is a 
shambles. The Princess is nowhere to be seen. The 
room is empty. 

Or is it? In the shadows, you see someone moving 
stealthily. It seems to be aman, but the chamber is so 
poorly lit that you are not even sure of that. You hear 
footsteps in the corridor. Someone approaches. You 
dart behind a tapestry so you won't be seen, and in 
that instant the mysterious figure flees the room. 


If you want to follow the man into the hallway, 
turn to PAGE 32. 

If you want to stay and see who is about to enter 
the Princess’s chambers, turn to PAGE 30. 


26 


Standing in the doorway, looking into the dimly 
lit servants’ quarters, you and the Wizard find a 
peaceful scene. All of the servants are asleep in their 
beds. But isn’t it unusual for all of them to be asleep 
at the same time? 

In the glow of your torch, the horror comes to 
light! One by one, you discover the servants are not 
sleeping. They are dead — murdered, their throats 
torn open. You walk from one bed to the other, not 
believing your eyes. 

Then, as you reach the last bed, the corpse 
suddenly sits up and leaps at you. The man is 
wearing a patch over one eye, a red cord around his 
waist, and gloves with sharp, golden claws for fingers. 
You jump to the side, and the assailant misses you. 
He lands and leaps again, but he has made an error 
— a fatal error of allowing you enough time to draw 
your sword. 

“Don't kill him!” the Wizard cautions you. “We 
need to learn the secrets only a living man can tell 
us.” 

You move out of the murderer’s path again. But 
this time you grab the back of his neck in midair and 
fling him into the nearest wall. Dazed, he falls to the 
floor, and you reach him in an instant. Brandishing 
your sword, you shout, “Tell me by whose orders 
you have murdered innocent servants!” 

The killer cannot take his eyes off your menacing 
sword. He stammers out a name — a name you 
know well. Cimmerian! 


If you believe the murderer, go to Cimmerian’s 
chamber, on PAGE 52. 

If you think you should take him to the King for 
further questioning, go to PAGE 92. 
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You push on the door to the secret passageway 
with all your might, and it swings open. You leap 
back into Cimmerian’s chamber, your sword drawn. 
But, alas, only the Wizard remains there. 

“The murderer attacked Sir Cimmerian and freed 
himself from Cimmerian’s grasp. When Cimmerian 
recovered, he ran out as well,” the Wizard explains. 

“Was Cimmerian giving chase to the murderer or 
fleeing with him?” you ask. 

“Only Sir Cimmerian can answer that question,” 
the Wizard says. 


To pursue Cimmerian, go to PAGE 45. 
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“One question, dungeon keeper,” you say. “Has 
anyone else from the castle ventured into your 


dungeon?” 
“No one has come here willingly, sir,” the 
dungeon keeper says. “But tonight — it must 


have been only hours ago — young Sir Marlayne 
appeared. He and two others were carrying a coffin. 
He said it contained a giant snake that couldn't be 
killed. Enemies of King Henry had left it on the 
drawbridge. I put it in a cell and locked the door.” 

“Did you look inside the box? Did you see the 
snake?” the Wizard asks. 

“No, sir,” replies the dungeon keeper. “Coffins are 
not an unusual sight down here, and I have lost all 
interest in looking into them.” 

“This one may contain a sight you never thought 
you'd see,” the Wizard says. 


If you think it might be the Princess in the coffin, 
go to the cell and investigate, on PAGE 84. 


If you believe it really is just a snake, then leave 
the dungeon and go search for the Princess in 
another room, back at the bottom of PAGE 10. 
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The next person to enter Saralinda’s room is the 
King’s page. He calls her name several times. The 
meaning of the overturned room dawns on him 
slowly. He turns pale and rushes out. He returns 
shortly with King Henry. Henry walks through the 
room, wringing his hands, saying softly to himself, 
“No, it can't be.” The King suddenly looks toward 
the tapestry where you and the Warrior are hiding. 

“Who goes there?” the King demands. “Stand 
and be recognized.” 

You and your friend step out from the curtain. “I 
cannot believe my eyes!! Have I caught you at the 
scene of your crime? Where is my daughter!??” the 
King shouts. 

“Your Majesty,” you explain, “I have moved time 
back. We were not here when this happened. We 
are now trying to see the reasons for the Princess’s 
disappearance.” 

“Disappearance? Villains, you have kidnapped 
her. Tell me where, or I shall lock you in my deepest, 
darkest dungeon cell!” Henry says. 

You don’t know if the ring still has the power to 
move time back, but you've got to try it again. This 
time you will leave Saralinda’s room before King 
Henry arrives. 


There is a30 percent chance that you will succeed. 
Concentrate on a single number between one and 
ten. Then turn to PAGE 55. 
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“Come,” you say to the Warrior. “Have at me — if 
you dare.” 

“I must fulfill my promise to guard my sovereign’s 
life,” the Warrior says. 

“You must,” you say, welcoming your imminent 
death. 

The Warrior suddenly drops his sword and 
dagger. He draws his longbow and poison-tipped 
arrows, and before you can move he shoots you in 
the heart. You stumble and fall to the ground. When 
the poison meets the fever in your body, you feel as 
if you're going to explode. 

Then a sudden coolness begins in your brain 
and washes through you. You close your eyes and 
prepare to face life’s final mystery — death. 


Go to PAGE 87. 
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The man races down the hall at top speed. You 
and the Warrior follow, but he is still out of sight. 

Suddenly, in the dark hallway leading to the 
Weapons Room, you hear his footsteps. You and 
the Warrior turn the corner just in time to see him 
slip into a secret door in the wall and close it behind 
him. 

Try as you might, neither you nor the Warrior 
can find the handle of the secret door. And you have 
no idea who the figure was. 

“Wizard and Warrior, make haste, I pray you,” 
says a voice calling to you in the hallway. It is the 
King’s page — the page whom the King sent to bring 
the Princess Saralinda to the banquet. “His Majesty 
wishes to see you urgently in his private chambers. 
Something terrible has happened.” 


Go to PAGE 17. 
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The Sword of the Golden Lion is out of its 
scabbard in an instant. Meanwhile, the force of the 
guardbeast’s breath sends the Wizard tumbling 
backward down the staircase. You thrust quickly 
and cleanly, and the blade sinks deep into the 
beast’s throat. The guardbeast rears back. Since you 
are still holding the sword, you are pulled off your 
feet and into the room. You let go of your sword and 
fall to the floor. Quickly, you kick the door closed to 
keep the beast from escaping. Then you circle it and 
begin to climb its back. 

The monster thrashes as you climb, and its hard 
scales cut into your hands like finely honed daggers. 
The monster spits and grabs, twists and turns, but 
its arms are short — too short to reach behind its 
back. 

Finally you pull yourself up to the beast’s neck. 
The heat from its mouth, its shrill cries, and its 
thrashing have become stronger. But somehow you 
remove the Sword of the Golden Lion from where 
you planted it in its throat. You plunge it directly 
into the horrible, ugly head until, at last, the beast 
drops to its knees, and then falls over onto its side. 
You stand with your sword poised until you are 
certain it has stopped breathing. 


Go on to PAGE 34. 


34 


As you stand by the dead monster, the Wizard 
enters the room. His cape is dusty from his fall down 
the stairs. He says a brief incantation, and suddenly 
the room glows brightly, as though a thousand 
candles were lighted at once. 

“There is no one in this room?” the Wizard asks, 
looking around the empty room. 

“Those fresh footprints on the stairs were only a 
trick to lead us up here,” you say. 

“Our adversary is not only evil, but clever as well. 
We must be more careful in the future,” the Wizard 
replies. 

You look at the Wizard. You have no intention 
of being cautious until the Princess is found and 
returned to the King. 


Now, take leave of the dead monster and the empty 
room. Return to PAGE 10 and choose another room 
to investigate, a room you have not yet explored. 
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With a single, swift jab of the blunt handle of 
your weapon, you knock the man off your horse 
and into the moat. The splash stops the crowd. They 
stand frozen for a few seconds. Then they quickly 
and silently disperse into the woods — not in fear 
and anger, but in shame. 

“We must quickly find the truth, and the Princess. 
It seems we have as much to fear from those who 
love Henry as from those who hate him,” the Wizard 
says. 

“Then we must ride hard for Brookhaven’s castle,” 
you Say, spurring your great horse and galloping off 
in all haste. 


Turn to PAGE 41. 
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The Princess’s chamber is in terrible disarray. 
Chairs and desks are overturned, cabinets emptied 
onto the floor. The fireplace tools have been thrown 
around, and a poker lies all the way across the room, 
next to the wall the Princess’s chamber shares with 
the Sealed Crypt. 

“If only the ghosts of the poor souls in the crypt 
could tell us what happened,” you say. “But they 
have not broken their silence for three generations 
and they will not now. So we must look at this room 
with keen and clear eyes.” 

Petals from the flower the Princess was wearing 
in her hair are scattered all over the room, and a trail 
of them leads into the hall. You follow them while 
the Warrior searches for other clues in Saralinda’s 
chamber. 

“The trail of flower petals end a short distance 
from here — right outside Cimmerian’s door,” you 
say upon returning. 

“Perhaps Cimmerian kidnapped her and dragged 
her into his chamber,” the Warrior says. “But look 
what I found among her robes.” 

The Warrior hands you a small stack of letters 
from Sir Marlayne to Princess. They have all been 
torn in half. 

“Perhaps the Princess changed her mind about 
marrying Marlayne,” you say 

“If she rejected him, he could have abducted her 
out of rage,” the Warrior says excitedly. 

“Perhaps, my friend, you are right. But would not 
a woman, ridding herself of a suitor, tear his letters 
into small pieces or burn them rather than just tear 
them in half?” you ask. 


Go on to PAGE 37. 
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The Warrior is silent for a moment and then 
suggests, “Perhaps she tore them before his very 
eyes and he retaliated before she could tear them 
again.” 

“But what of the trail of petals from the Princess’s 
flowers leading right to Cimmerian’s door?” you ask. 
“That, too, is a clue worth pursuing.” 


If you want to investigate Marlayne, turn to PAGE 
12) 

If you want to investigate Cimmerian, turn to 
PAGE 20. 


If you'd rather stay in this room and use a Magical 
Ring of Reversal to move time back, turn to PAGE 25. 
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Your entrance into the Great Hall goes unnoticed, 
until the Warrior slams the doors closed with all his 
might and stands before the party with his sword 
drawn. 

“No one will leave the Great Hall!” you shout, 
“The Princess Saralinda has been kidnapped, and 
the kidnapper is in this very room!” 

The crowd erupt in furious conversation, during 
which the Warrior whispers to you, “If he is in here, 
we do not know who he is.” 

“Then we shall have to keep the door barred until 
we find out,” you say. 

“Your Majesty,” you say, “my friend and I swore 
to find the Princess. We are about to present to you 
what we have learned. First — flower petals,” you 
say, pulling the petals from your cape and tossing 
them in the air. “These are the petals of the flowers 
the Princess was wearing in her hair for this bridal 
party. These petals were strewn all over her room 
in the struggle to abduct her. And they also were 
found in a trail leading straight from the Princess's 
chamber...down the hall to Cimmerian’s chamber! 
They stop at his doorway. The petals could have 
fallen as Cimmerian carried the struggling Princess 
to his room!” 


Go on to PAGE 39. 
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“Liars!” Cimmerian shouts. “If the petals lead to 
my room it is because she was running to enter the 
secret passageway that runs alongside my chamber. 
She knew she could flee to safety if she could reach 
that secret door. But she must have been stopped 
and carried back into her room by this man — her 
abductor, Marlayne! He did not come here for a 
peaceful marriage, but for a violent abduction and 
war!” 

“Lying dog!” shouts Marlayne. “I love the 
Princess.” 

“Let me continue,” you say. “Do not be so quick 
to accuse others, Cimmerian. Though in this case, I 
believe you are not guilty.” 

You go on. “If Cimmerian had abducted the 
Princess, the trail of flower petals would not have 
stopped at this doorway. We would have found at 
least one petal in his room. So we must conclude 
that the Princess faced her abductor, momentarily 
broke free, ran down the hall toward the secret 
passageway, but was caught and returned to her 
room. It is there that she has remained during our 
entire search.” 


Turn to PAGE 47. 
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In the dead of a moonless night, you and the 
Wizard arrive at Cavachon Court, the gloomy castle 
of King Brookhaven. 

As you approach, the drawbridge and gate open 
welcomingly. Beyond the gate, in the first courtyard, 
you and the Wizard see a shining star, a star that 
begins to approach you. As it draws nearer, you can 
see that itisn’t a star at all. Itis a knight in shiny silver 
armor, charging at you on a white horse. You ready 
your horse and your sword to meet the challenger. 

The Wizard prepares to utter an incantation 
against the charging knight. “He’s mine,” you say 
looking at the Wizard with eyes of flaming anger. 

The Wizard throws up his arms and shakes his 
head, and you begin your countercharge. Your 
sword is true, but so is the challenger’s. Both of you 
are knocked from your horses. But you are on your 
feet immediately. 

“Intruder to Cavachon Court, prepare to die!” 
the silver knight says, slashing at you with his great 
sword. 

“Those are your last words on this earth,” you say, 
returning thrust after thrust with the Sword of the 
Golden Lion. 

FLASH! 

Suddenly the sky turns gold, then fades to black. 
The silver knight stops fighting, looks all around in 
confusion. 

“What have you done?” you cry to your partner, 
confused as well. “How did you stop this fight?” 


To find out, turn to PAGE 58. 
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“Why will you not help us escape before the 
villains have fled?” the Warrior asks you. “The 
Princess’s life is in more peril than ours.” 

“I sense that there is a very special kind of magic 
already working in this room,” you explain. “I fear a 
Grand Wizard has cast a spell in this room. If that is 
true, I am forbidden from using any of mine.” 

“What will happen if you try?” the Warrior asks. 

“I do now know. I have never dared to accept that 
foolish challenge,” you say. 

A ball of light suddenly comes through the 
window. It is not magic, however. It is a torch. The 
straw-covered floor of the room is quickly in full 
blaze, with flames climbing the walls and circling 
you on all sides. 

You are both choking from the smoke. You’ve got 
to do something fast. 

Can the punishment for using magic in this room 
be more severe than being roasted alive? 


If you want to blow the fire out with Spell #8 The 
Wind, turn to PAGE 56. 


If you refuse to use magic, turn to PAGE 78. 
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The Wizard lights a torch with a snap of his 
fingers, while you, with clean, sharp strokes of your 
sword, break the locks on the door of the Cursed 
Room. Then you take the torch and enter the musty, 
cobweb-filled room. 

There is a solitary skeleton on the floor — the 
skeleton of a king, who even in death wears a 
greenstone ring with the lion’s head crest. 

Beside the skeleton, a message has been carved 
into the stone floor: 


Dear Explorer, 

I, King Praetus, have been imprisoned for life in 
this room by my avaricious cousin, Prince 
Ethawn. Ethawn will tell the kingdom I died 
because of a curse on this room, and that the 
curse remains forever. But in truth, he has locked 
me here because I refused to reveal the secret of 
the Sealed Crypt. I write this so that my secrets 
will not die, and so that I may be buried with my 
ancestors and our treasures. Move the stone 8th 
from the bottom and 2nd from the let. That will 
open the crypt. 

Be just with my secrets, for we will meet in 
eternity. 


The greenstone ring is a definite clue to you. 
You're almost certain you know where the Princess 
is! And now you even have proof that Balfore is the 
kidnapper! 


Turn to PAGE 60. 
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Cimmerian does not lead you to the Princess. He 
returns to the Great Hall and to the party, where 
everyone is still celebrating the coming wedding of 
the Princess and Sir Marlayne. King Henry’s face 
masks his concern for his daughter. 

But he cannot hide his concern for you. You 
know why he is staring at you. You can feel your 
face sweating, your heart pounding, your legs 
weakening. It isn’t because you ran all the way to 
the Great Hall. It’s the rat bite. It has made you very, 
very ill! 

“My friend, time is running out,” you tell the 
Warrior. “We must go separately to find the Princess. 
You go to the dungeon alone while I explore 
elsewhere.” 

“But you are ill, my friend,” the Warrior says. 

“We cannot stop,” you say, the fever and pain 
tearing at your brain. “Promise me that if I become 
a danger to those I have sworn to love, you will kill 
me without hesitation,” you say. 

The Warrior refuses, but the look in your eyes 
convinces him of how important this promise is to 
you. 

“I promise,” the Warrior says. 

“Go now,” you say. “May you have the strength of 
100 men.” 

“And you,” your friend says. 

The fever is already clouding your mind. You 
cannot make decisions on your own. You decide you 
must let fate make your decisions. 


Flip a coin! 

If it comes up tails, you will explore the Tower 
Room, on PAGE 53. 

If it is heads, go to the kitchen, on PAGE 65. 
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“Which way did they run?” you ask your friend. 

The Wizard points to the left, and the two of you 
run at top speed down the dark hallway in pursuit 
of Cimmerian and the taloned murderer. As you 
round a corner, you come upon a grisly sight. 

Cimmerian lies on the floor in a pool of blood, 
his throat slashed. The murderer stands over him, 
unsure of which direction to run. 

“Halt!” you cry. “You will kill no more of King 
Henry’s subjects!” 

You rush forward to defeat this fiendish killer. 

Will you be victorious? 


Flip a coin three times. 
If you toss more heads than tails, turn to PAGE 57. 
If you toss more tails than heads, turn to PAGE 62. 
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Your skill has served you well once again. The 
giant snake lies helpless at your feet. The Wizard is 
free. 

The two of you quickly leave, locking the door 
securely behind you. 

“Sir Marlayne was telling the truth about the 
snake in the coffin,” you say. “But what is the truth 
about his part in the Princess’s abduction? Is he 
master of this terrible plot, or is he an innocent and 
heartbroken bridegroom?” 

“A castle’s strength is built stone by stone,” the 
Wizard says. “Our understanding of what has 
happened must be the same.” 

“But faster, much faster, my friend,” you add, as 
the two of you leave the dungeon. “We have so little 
time.” 


Quick — go to the bottom of PAGE 10 and choose 
another room! 
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“What you say is preposterous,” the King says. 
“Wizard, we have searched every inch of my 
daughter’s chamber. She is not there. There is but 
one exit. There is not another way out. She cannot 
be in that room.” 

“Your Majesty, so it would appear to mortals such 
as we. But I have talked with a ghost — in fact, a 
royal ghost. He cleared my eyes and brain. The 
ghost said he had seen the Princess. How could this 
be? Finally, I realized my error — I, too, was trying 
to think of another exit from the Princess’s chamber. 
Instead, I should have been looking for an entrance. 
The ghost was telling me that the Princess was being 
held in the Sealed Crypt, one wall of which is also a 
wall of her room.” Cimmerian suddenly explodes in 
anger. “Who has sentenced our Princess to a living 
death in that tomb? I will tear his cold heart out!” 

“There is no need for violent tempers,” you say. 
“For outside these doors I have the Princess safely 
waiting, and she will identify the villain among us.” 
You swirl your cape as you and the Warrior step 
outside the Great Hall. 


Turn to PAGE 50. 
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To treat the wound, you leave the castle to search 
for a sapling root that is exactly 12 weeks old. When 
you find one, the Warrior ties it around your leg as 
you sprinkle the rat bite with one powder and then 
another. Now you plunge your leg into the moat. 
The murky water steams and churns and then turns 
red. 

Finally you pull your leg out of the moat — but 
it has disappeared! The Warrior gasps at the sight. 
Then, slowly, your leg fades back into sight again, 
healed and whole. You smile, and then the Warrior 
smiles, too. 

But suddenly something reaches out of the moat 
and attaches itself to your leg. A sea serpent! It pulls 
you into the water in an instant. You are stunned, 
yet still struggling. The Warrior leaps into the water 
to help. But he, too, is grabbed by this sea serpent 
which wraps its vinelike arms around you and the 
Warrior. The monster takes you both deeper and 
deeper into the moat, while your chest pounds from 
your beating heart and your desperate need for air. 
You feel that you can’t last five seconds more. 

You must act quickly. You decide to try to dry up 
the moat with The Wind (Spell #8). You choose it 
because it is not a very difficult spell to cast, and it is 
fairly reliable. How reliable? That’s a matter for fate 
to decide. 


On what date were you born? 

If you were born on an even-numbered day, go to 
PAGE 68. 

If you were born on an odd-numbered day, go to 


PAGE 85. 
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The guardbeast is hovering over the King, 
taunting him, preparing to attack. It stands with its 
back to you, an advantage you make full use of. 

You are skillful and merciless with your weapon. 
Within seconds, the beast stumbles toward you, a 
disbelieving look on its hideous face. It falls at your 
feet. 

You have killed the guardbeast and saved the 
King. But can you still find the Princess before the 
sun tinges the dark night sky with pink? 

Quick — retrieve the Wizard. Make sure he has 
survived his fall down the stairs in one piece. Then 
hurry to another room of the castle. 


If you wish to go to the servants’ quarters, turn to 
PAGE 26. 

If you wish to face whatever lurks in the Darkened 
Chamber (see floor plan on pages 6 and 7), turn to 
PAGE 66. 
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After the doors close behind you, the Warrior 
pulls at your shoulder. “There is only one thing 
more certain than the fact that we do not know who 
the kidnapper is,” he says. “And that is, we do not 
have the Princess waiting outside this door.” 

“My friend, I am going to try a spell which I have 
no reason at all to believe will work. But it is our only 
chance. The sky will not stay dark forever, and the 
Princess’s life is at stake. So go back inside, and do 
not allow anyone to pass through the doors. When I 
knock, open and allow the Princess to enter.” 

The Warrior returns to the Great Hall while you 
make haste to King Henry’s room. There on a wall, 
is a painting of Saralinda. You hope that you can 
invoke Shift Shape (Spell #1) and become... not the 
painting, but the Princess herself! You close your 
eyes, lift your arms, and begin reciting the ancient 
words. 

There is only a very slight chance that this spell 
will work as you want it to. You are still weak from 
the fever, and all the external factors must be just 
right for it to to take effect. Most important of all is 
timing. 

How is your timing? If you are reading this book 
at the right time, the spell might work. The wrong 
time will spell disaster. 


If today is Thursday, Saturday, or Sunday, turn to 
PAGE 76. 

If today is Monday, Tuesday, Wednesday, or 
Friday, turn to PAGE 91. 
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You pull your cloak around you and begin the 
incantation for Invisible Shield. You feel a great 
weariness, and you begin to tremble as you complete 
the spellcasting. Then — FLASH! The room lights 
up with a purple light. Your spell worked. The rocks 
fall around you and the Warrior, and the shield 
protects you. Or so it seems... 

But why is the Warrior screaming in anguished 
pain? Why are you on the ground, crushed beneath 
a giant boulder? And what is that cruel laughter you 
hear just before the world goes dark? 

Of course, you understand now. There was no 
shield. Your magic was no match for the illusion the 
Grand Wizard created. For now, the Grand Wizard 
has the last laugh — at least until the next time you 
open the book and begin anew your search for the 
beautiful Princess Saralinda. 


END 
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“We will test the strength of your word, fiendish 
assassin,” you say, gripping the murderer’s neck. 
“Come with me to Sir Cimmerian’s room. If you are 
lying, then the dungeon keeper will test the strength 
of your nerve.” 

“You will see that I speak truth,” he says. 

“Sir Cimmerian,” you call, entering Cimmerian’s 
chamber, “do you know this servant of the devil?” 

“I do not,” Cimmerian says. 

“Did you not pay him to follow your commands 
and murder the servants in their beds?” you ask. 

“Beware, sir,” Cimmerian says curtly. “I am 
growing impatient with these hostile words.” 

“This man proclaims you responsible for 
Princess Saralinda’s abduction!” you add, heedless 
of Cimmerian’s warnings. 

“You call me a traitor to my King? Ill tear you to 
pieces so small the wind will blow you away like 
feathers!” Cimmerian shouts. He leaps for your 
throat with his bare hands. 

You push him aside, but he charges again. This 
time he butts you with his head. The force of his 
blow drives you backward against a wall. The wall 
appears to be stone, but it gives easily under your 
weight, spins open, and knocks you into a pitch- 
black secret passageway. 

Perhaps this passageway leads to a room where 
Cimmerian is holding the Princess captive! 


If you wish to explore the secret passage, turn to 
PAGE 16. 

If you wish to find the way back into Cimmerian’s 
chamber to resume the fight, go to PAGE 27. 
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There is a fire blazing inside you — not a mystic 
flame, but the fire of a destructive fever. Still, you 
climb the steps to the Tower Room. Your body does 
not have the will to go on, but your heart pushes you 
because of your love for your sovereign. 

You step into the Tower Room, and there, as if it 
was waiting for you, stands a monstrous dragon. It 
taunts you, calling your name over and over. You try 
every spell you know against it, but still it laughs 
at you, and the fire from its mouth licks your face. 
While you are locked in combat with the dragon, 
soldiers begin to climb in the window. “Stand and 
accept your fate!” they cry to you, drawing their 
swords. 

You recognize these soldiers — they are soldiers 
of King Henry. 

He has sent them to assassinate you! “Villainy!” 
you cry. You back away slowly from the soldiers and 
from the dragon, until your back hits the wall and 
you can move no further. 

Youre summoning all of your power to defend 
yourself when a pale ghost floats through the walls 
of the Tower Room. The ghost wears a king’s crown 
and carries the egret staff which the kings of past 
generations carried. 

“Wizard, the Princess is in mortal danger as we 
speak,” the ghost tells you. Then he floats through 
the wall again and is gone. 

In his place is an army of squealing, red-eyed, 
ferocious rats. Hundreds of them are scrambling 
down the walls toward you. You scream as everything 
closes in on you! 

Suddenly, a hand grabs your shoulder. 


Turn to PAGE 72. 
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You, the Wizard, and Sir Marlayne begin in 
Marlayne’s chamber, which has the only access to 
the Cursed Room. 

“Let us try some other rooms first,” Marlayne 
suggests, but to no avail. You and the Wizard know 
what must be done. “I know for a fact that the curse 
is real,” Marlayne says. 

“How do you know this?” asks the Wizard. “No 
one has dared to enter the room — no one — in 
over I00 years.” 

“The other day, when I entered my chamber, I 
heard noises — coming from inside the Cursed 
Room. And soon after, I found a poisonous spider 
in my bed!” Marlayne explains, showing openly the 
fear that no knight would show unless faced with an 
evil force not of this earth. 

Well, what do you say? Still want to go into the 
Cursed Room? 


Yes. Turn to PAGE 43. 
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If you chose 2, 5, or 8: 

The room spins, your eyes cloud, and the ring’s 
magic works. You leave Saralinda’s room and pursue 
the shadowy figure you glimpsed there, on PAGE 32. 


If you chose I, 3, 4, 6, 7, 9, OT I0: 

It’s a shame you could not have explained your 
presence in the room more convincingly to King 
Henry, because the ring’s power is gone. It can no 
longer move time back, even for one second. King 
Henry tosses you into his deepest, darkest dungeon 
cell, and even though you are eventually able to 
free yourself, you are banished from the kingdom. 
Of course, you do not save the Princess from her 
deathlike fate, nor can you deliver King Henry from 
his living death of grief. 
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You close your eyes and raise your arms to the 
sky. 

Quickly, you say the words taught to you by 
the Grand Wizard when you were a small child. 
Suddenly, as if it comes from the walls themselves, 
a strong wind blows. The fire is put out at once, and 
the smoke is swept from the room. Your magic has 
saved your lives. 

But then - CRACK! Enormous stones begin to 
drop from the ceiling. This is to be your punishment 
for defying the spell of the Grand Wizard: You and 
the Warrior will be crushed to death under the 
heavy stones. 

You run from one side of the room to the other, 
ducking and leaping over the cascading stones. 
Then, with another loud crack, the entire ceiling 
begins to fall in one large piece. There is nowhere to 
run now. You must attempt a spell once again. You 
think of Spell #5, Invisible Shield — perhaps it will 
protect you and your companion from the falling 
stones. 

But — is the anger of the Grand Wizard a greater 
danger than the falling ceiling? This is one of the 
most difficult choices you have ever had to make! 


If you choose to defy the Grand Wizard again and 
try your spell, turn to PAGE 51. 

If you decide not to use your magic here, turn to 
PAGE 23. 
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Horrified at the needless slaughter caused by 
this one man, you leap at him, prepared to tear him 
apart with your hands. You have acted hastily. Your 
anger has been your undoing. 

He awaits you coolly; one more cold-blooded 
murder will not be a special event on this day. His 
sharpened talons move quickly and efficiently. 

Your story ends here in this dark corridor of the 
castle. The murderer goes free, and the Princess... 
The Princess awaits your next attempt to rescue her 
when you open the book again for a new adventure. 


END 
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You and the Wizard leave the baffled knight and 
slip unseen into Cavachon Court — unseen because 
the Wizard has cast a spell of invisibility upon you 
both. And now, you must quickly learn the truth 
behind Princess Saralinda’s kidnapping, because 
the spell may wear off at any moment. Silently, you 
enter the throne room, where King Brookhaven and 
his wife, Queen Esme, are talking. 

“Tomorrow will be a day of great joy for us all,” 
the King says. 

“Yes it will, my dear,” the queen replies. “For our 
son Marlayne is marrying the women he loves more 
dearly than anything on earth.” 

“Even my long feud with King Henry means 
nothing to me in the face of such joy,” King 
Brookhaven says. 

“Aha!” you whisper to the Wizard. “So Brookhaven 
and Marlayne are innocent of any crimes. This 
pleases me greatly to hear it.” 

“Alas, I wish that both my sons were as happy.” 
King Brookhaven continues, a note of sadness 
entering his voice. “Poor Balfore is eaten with 
jealousy. Marlayne will inherit my throne when I 
die — and now he will also inherit King Henry’s. I 
fear that jealousy eats at Balfore’s brain.” 

King Brookhaven has told you all you need to 
hear. You turn to leave. But suddenly, the King calls: 
“You there — halt! How dare you enter my throne 
room?” 

The invisibility spell has worn off. 


Go on to PAGE 59. 
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In an instant you are surrounded by an army of 
palace guards. 


Now what should you do — flee, or try to explain 
to King Brookhaven why you have come? 


If you choose to flee, turn to PAGE 74. 
If yowd rather try to explain, turn to PAGE 67. 
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You and the Wizard and Marlayne run to the 
Sealed Crypt, which shares its back wall with the 
wall in Saralinda’s chamber. The servants are sent 
to bring the King. 

“The Sealed Crypt? And how did her abductors 
put her in there? Squeeze her between the stones?” 
Henry asks. “The crypt has never been opened. The 
sky grows light, Warrior. Do I have to remind you of 
the dire consequences awaiting you at dawn?” 

You move the stone King Praetus directed you 
to, and the wall rises like a curtain. Inside the crypt 
are coffins and chests of gold and jewels — and the 
fairest jewel of all, the Princess Saralinda. 

“Father!” she shouts. 

But Saralinda is not alone. She is watched over 
by a guard unlike any you have ever seen before. He 
has four arms and a different weapon in each hand 
— and one of them is the battle-axe stolen from the 
Weapons Room! The warrior with four arms stands 
up. He does not prevent Saralinda from rushing into 
her father’s arms. But he stares unblinkingly at you. 
All others in the room give way as he approaches 
you. 


If you have four weapons with you (the three you 
chose, plus your sword), turn to PAGE 79. 

If you have only three weapons (because you 
chose the battle-axe and it was missing), turn to 


PAGE 75. 
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You and the Wizard set out with great speed, for 
the castle of King Brookhaven is several hours away. 
The drawbridge at Silvergate closes behind you. As 
soon as it is raised and there is no returning, you 
are surrounded by hundreds of men on foot and on 
horseback. 

“We want Marlayne!” the mob shouts.” We want 
the man who kidnapped our Princess!” 

These people are not enemies of Henry. They 
are loyal citizens who love their King and their 
Princess. But somehow (you wonder how) the news 
has already spread that the Princess is missing. And 
their anger at this crime is blinding their sense. 

“Halt! There can be no pride in unjust actions!” 
you tell the crowd. “We are going to find the truth. 
And if the truth decrees that men must be slain, 
then we will slay them honorably.” 

“You are old and cowardly. Here’s an honorable 
message for you!” a voice cries out. The voice is 
followed by the spring of a crossbow, and an arrow 
is flying directly at you. You deflect it with your 
shield, but this crazed citizen has leaped up onto 
your horse and is prepared to stop your journey 
right then and there. 


If you have chosen to carry the lance (Weapon 
#4), the flail (Weapon #7), or the Devil’s Dagger 
(Weapon #9), turn to PAGE 35. 

If not, turn to PAGE 77. 
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SLASSSSH! Your sword swings with fury, the 
fury you feel over the senseless murders that have 
filled King Henry’s castle with innocent blood. 

The taloned murderer shrinks back at your 
attack. His talons are long and sharp, but they are 
no match for your sword and the fury that drives the 
arm that holds it. 

You can kill this scoundrel easily, but you do not. 

“Come with me,” you say, grabbing him roughly, 
securing his lethal hands behind his back. “You can 
explain to the King the treachery of this day. Before 
you die, you will explain all!” 


Turn to PAGE 92. 


“ify py ee 


= 


3 PNE. 
Wiked NRE \ 

ey fi’ ay ' A ' a 
NNN 


4 


nI ; ii 


64 


You laugh in the Warrior’s face and cast a spell 
that turns his weapons into stone. He crash to the 
floor from their sudden new weight. Then you run 
out of the room, unaware that the fever has driven 
you quite mad. 

The merriment continues in the Great Hall. 
You burst in just as the assembled knights and 
royalty are toasting the happiness of King Henry, 
who somehow continues to conceal his enormous 
unhappiness. 

“To the happiness of our traitorous King in the 
next world!” you shout. “Send your armies and your 
dragons and your rats to kill me, but I shall have the 
final word — revenge!!” You brandish your sword 
wildly. 

A loud shriek fills the room. It is not yours, but 
comes from the Warrior, who has followed you. You 
turn to see him flying through the air, grabbing you 
just as you raise your sword to the King. The two 
of you roll on the floor, but the fever has greatly 
weakened you. In any case, his strength is greater 
than yours. 

You are so far gone with the fever that you hardly 
feel the sword that pierces your chest. But before all 
goes black, you see the Warrior — his face twisted 
with rage, half-mad with grief — attacking the well- 
meaning but hasty knight who tried to help him by 
sending you, the wizard, to a painful and premature 


END 
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Somehow you find the strength to walk to the 
kitchen. The fever is much worse. Your brain sees 
the world as though through a small hole in a dirty 
window. You wander around the kitchen, trying to 
remember why you are there and then trying to 
remember how to speak. Painful chills interrupt 
the fever so that you are burning and then freezing 
inside. 

“What have you done with the Princess?” you ask 
finally. Then you fall onto a table filled with trays of 
food for the party. 

Some of the servants lift you off the food and 
cool your forehead with cold water. Other servants 
remove the trays to the Great Hall where the food is 
devoured voraciously. 

However, the food has been contaminated by 
your disease. Within hours everyone in the castle 
(including you) is dead or near death. 

There is one who escapes — the Warrior. He was 
searching in the deepest dungeon of the castle so he 
did not come into contact with the disease. He does 
find Princess Saralinda — but that is his story. Your 
story, dear Wizard, has sadly come toan... 


END 
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Using your sword, you pry open the rusted door 
of the Darkened Chamber. It gives slowly, creaking 
as you pull it open. With sword poised, you enter 
the mysterious room. 

“Welcome,” says a voice. 

Your eyes begin to adjust to the candlelit darkness. 
There is a man in the room, a solitary man in monk’s 
robes. He is writing on a scroll. 

“My name is Brother Frederick. Fifty years ago 
I locked myself in this room and swore a vow of 
silence until the world would seek me out to ask 
for the wisdom I have painstakingly collected and 
written on this scroll. I am glad you have come. Have 
you ever noticed that when it rains, we get wet? Do 
you know why this is? Do you know why it always 
seems to rain on the day of a big outdoor feast? I 
have observed the reasons for everything and I have 
written them down.” 

The monk, a sad and lonely character, unrolls the 
scroll and begins to read. He doesn’t even notice as 
the two of you slip silently out the door and down 
the corridor, his voice still droning on as you hurry 
away. 

Now you must choose where you will go next. 


Should you investigate King Henry’s room? Turn 
To PAGE 73. 

Should you turn your attentions to the servants’ 
quarters? Turn to PAGE 26, 
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“I must explain, Your Highness,” you say, breaking 
free of the king’s guards who surround you. Quickly, 
you and the Wizard tell King Brookhaven of the 
kidnapping and murders at Silvergate. 

Brookhaven is shocked and saddened. “This is 
Balfore’s doing,” he says sorrowfully. “He must be 
stopped! We cannot allow him to destroy the new 
bond between our two families.” 

The ride back to Silvergate seems endless. As 
soon as you are back, you burst into King Henry’s 
chambers and tell all you have learned. 

“Summon Marlayne from the dungeon,” the 
King immediately calls to a guard. He turns back to 
you. “Perhaps he can help you locate his brother.” 

“Your Majesty,” you say solemnly, “we will search 
every inch of the castle for Balfore and for the 
Princess. We will even go into the Cursed Room, if 
we must.” 

“Think carefully, Warrior,” King Henry says. 
“The Cursed Room has been locked for 100 years. It 
is said that no one entering it will live to see another 
day.” 

With those dark words still in your ears, you 
motion for the Wizard and Marlayne to follow you. 


And you head for the Cursed Room, on PAGE 54. 
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The Wind is a reliable spell. It works — but not in 
time. As you finish the magic words, the sea serpent 
tightens its grip until the breath goes out of you. 
The last thing you see as all gets dark is the Warrior 
slipping below the surface of the water, sending the 
legend of the Wizard and the Warrior to a watery 
grave. 


END 
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“There is but one man in this castle so consumed 
by the fires ofjealousy and hate that he would kidnap 
the Princess and hope to plunge two peacemaking 
kingdoms into war,” the Wizard begins. “And that 
man is Balfore, your brother.” 

“It cannot be so!” shouts Marlayne. 

“It cannot be otherwise,” you sadly reply. 

“Balfore, your younger brother, would not inherit 
your father’s throne, unless, of course, you were not 
alive to ascend it. At first he planned to kill only 
you,” the Wizard continues. “But the hand of the 
fair Princess Saralinda was promised to you, so that 
most certainly you would inherit Henry’s throne as 
well.” 

“Balfore reasoned in his mad way that your death, 
Sir Marlayne, in the castle of your father’s old enemy 
would benefit him in many ways. His twisted heart 
convinced him that Saralinda would be his alone 
— with King Henry’s throne — and that he would 
eventually ascend to his father’s throne as well,” the 
Wizard says. 

“Family jealousy is only a part of my brother's 
feeling for me. He loves me truly,” Marlayne says. 
“Can you prove to me how he accomplished these 
despicable crimes?” 

“Yes,” the Wizard replies. 


Go on to PAGE 70. 
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“Several days ago,” the Wizard continues, “it was 
Balfore who placed the poisonous spider in your 
bed. His plan was to kill you. However, your early 
return surprised him. He had no escape except the 
door to the Cursed Room. In the Cursed Room, he 
read the sad note of King Praetus — as we did — and 
learned of the secret of the Sealed Crypt. You heard 
him in there yourself, but you didn’t understand 
what you were hearing.” 

“I remember,” Marlayne says slowly. 

“It was then that Balfore devised the plan to 
interrupt the wedding by abducting Princess 
Saralinda and holding her where no one could find 
her, in the Sealed Crypt.” 

“Proof. I need proof I can hold in my hands — 
and in my heart!” Marlayne says. 

“Your Majesty, show Sir Marlayne your crown 
seal ring,” you ask King Henry. Henry holds out 
his right hand, on which there is a golden ring with 
a purple stone carrying the crest of a lion’s head. 
“This is the ring you were discussing at the banquet 
tonight. Now, do you remember your brother’s 
words about this ring?” 

“Yes. He called it a greenstone ring,” Marlayne 
says. “A simple mistake.” 

“A simple mistake, which he made because he 
had seen this ring only days before!” you say, holding 
out the golden ring with the crest of a lion’s head in 
a green stone. “This is the royal ring we found on 
the skeleton of King Praetus, a ring no man has seen 
for 100 years!” 


Go on to PAGE 71. 
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Tears mist the eyes of Sir Marlayne, but he gives 
the command: “Guards, arrest my brother and bring 
him to me.” 

The guards rush out, but return just as quickly. 
“Sire,” they explain, “Balfore has escaped. He 
leaped from a window and swam the moat to a 
waiting horse.” 

“We will bring him back,” you vow. 

“No, my friend,” King Henry says. “We will deal 
justly with Balfore another day. Look — the sun is 
rising. It is a new beginning, and we must attend a 
wedding to celebrate that beginning. To the Great 
Hall, my dear friends and loyal subjects. And let our 
happiness be unbridled and eclipsed only by our 
gratitude.” 


Enjoy the wedding celebration on PAGE 95. 
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You look up into the face of the Warrior. 

“Save yourself. Let these monsters have me. Save 
yourself and the Princess,” you tell him. 

“Dear friend,” the Warrior says, “the fever has 
poisoned your brain. There is no one in this room 
except us.” 

“Liar!” you shout. You pick up a chair and fling 
it at him, yelling, “You, too, have betrayed me. And 
like King Henry, you shall pay for it!!” 


Go to PAGE 14. 
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Following his close call with the guardbeast, King 
Henry has retired to his private chambers. But his 
repose is interrupted by the unexpected visit from 
you and the Wizard. 

“A thousand supplications for your forbearance, 
Sire,” you say as you begin looking through the 
chamber. 

“What are you doing?” the surprised King asks. 

“Looking for the Princess, Your Majesty,” you say. 
“We swore to seek in every corner of the castle.” 

“Fools!” the King explodes. “Do you think I would 
kidnap my own daughter and hide her in my own 
room??!!” 

“If she has been hidden here by magic ,” the 
Wizard replies, “even a king could not detect her.” 

But the Wizard can detect no magic present in 
the King’s chamber. Your search here is a futile one. 
And, as the disappointed King reminds you, it has 
cost you time. 


Quick! Hurry back to PAGE 10. Pick a room you 
have not already explored. 
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How dare you attempt to back away and flee, 
cowardly knave! Do you think that the Warrior can 
quiver and quake in the face of dangers that frighten 
knights? 

Close this book instantly. Do not return to it until 
your nerve is made of the same steel as your sword! 


END 
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If you have the longbow with poison-tipped 
arrows (Weapon #6) or the triple crossbow (Weapon 
#3): 

You quickly fire three arrows, hitting the guard in 
three of his arms. He is left with the arm that holds 
the battle-axe. But he soon proves no match for your 
prowess with the Sword of the Golden Lion. The 
four-armed warrior soon becomes another page in 
your book of victories. 

With the Princess rescued, the Wizard begins to 
explain to the shocked Marlayne who is responsible 
for this terrible crime. 

Turn to PAGE 69. 


If you don't have either of the above weapons: 

Just as two heads are better than one, four arms 
are more efficient — and deadlier — than two. You 
make a valiant effort, but in the end the warrior 
guard with his four weapons makes a pincushion 
out of you. Afterward, in retaliation, the Wizard 
shrinks the guard and then steps on him as you 
would a snail. 

Silvergate Castle has lost its brave Warrior, and 
the Wizard has lost his best friend and compatriot. 
But, thanks to your courage, the kingdom has its 
Princess alive and well. 

The wedding proceeds, and the years of peace 
last four-and-twenty. 
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You finish the magical incantation and wait. 
Cautiously, you uncross your arms, unfolding your 
cape from around you. You are still in your own 
form. Ah, well, you knew all along that what you 
were attempting was impossible. 

Suddenly, you hear a voice speak softly to you. 
“I shall attend your work with a favorable eye,” the 
voice says. It is a voice you have heard before — the 
voice of the Grand Wizard. 

In the mirror, you see you are now transformed. 
You look exactly like the Princess Saralinda! 


Rush to the Great Hall! The Warrior, the King, 
and the kidnapper await, on PAGE 80. 
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You knock the crazed person off your horse. But 
the mob has pulled the Wizard down. They beat the 
startled sorcerer with clubs and throw him into the 
moat. 

“We must have Marlayne!” they shout, as they 
pull you from your horse and pelt you with rocks, 
stones, and sticks. Arrows fly. Horsemen ride past 
you, swinging clubs. The men you can reach, 
you pull to the ground. Single-handedly, you are 
defending King Henry’s castle from an invasion by 
his own loyal people! 

Suddenly, the crowd parts as a horse gallops 
toward you. The rider carries a long, heavy branch, 
sharpened to a point. Your fighting instinct tells you 
to draw your sword and remove your attacker from 
his horse. But at the last instant, before the rider is 
upon you, you think again that these are the King’s 
subjects — the people you've sworn to defend — 
and your hand hesitates. The sharpened branch 
goes straight through you. 

The Wizard pulls himself out of the moat too late 
to help you. He will go on to Brookhaven’s castle and 
eventually find the Princess. But that is his story. 
He will go on without you this time, Warrior. Your 
devotion to King Henry’s people has cost you your 
life. 


END 
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By not using your magic, you do prove your 
obedience to more powerful wizards; but because 
you show so little faith in your own power, you and 
the Warrior burn like two pieces of dry straw. 

Close the book now. Return to it only when you 
have the faith in yourself you need to be a good 
wizard. 


END 
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You and the four-armed knight circle each other 
in silence. Then, suddenly, he is at you, all four arms 
flailing and thrusting. You are wounded many times, 
but the wounds serve as hot spurs to your anger. You 
match him weapon for weapon, stroke for stroke, 
wound for wound. He is a warrior of great heart 
who follows his orders and fights to the death. But 
in the end, it is he who lies on the ground, gulping 
his last breaths of air through blood-drenched lips, 
extending one of his hands for you to clasp as his 
final reward. 

Then you sink to the floor, exhausted and 
bloodied. And while the youngest castle squire 
tends your wounds, the Wizard explains to the 
horrified Marlayne all that you have learned. 


Turn to PAGE 69. 


80 


Outside the Great Hall, you glance in a mirror 
and see that you are still in the form of Princess 
Saralinda. You take a deep breath and knock softly. 

The Warrior opens it, and the crowd gasps at the 
sight of you — the Princess Saralinda. King Henry 
has tears in his eyes. 

“The Princess will now identify her kidnapper,” 
the Warrior says. 

“No!” Balfore cries, bolting from his chair and 
running for the door. “You'll never catch me!” 

But Cimmerian draws the dagger from under his 
shirt and throws it with deadly accuracy in one swift 
movement. Balfore is dead in seconds. 

King Henry rushes to you with open arms, still 
thinking you are the Princess, but the spell wears off 
before he reaches you. The crowd gasps again. 

“We have revealed the kidnapper, Your Majesty,” 
the Warrior says, pointing to Balfore’s dead body. 
“Balfore, the brother of her betrothed.” 

“But the Princess remains in the Sealed Crypt,” 
you say. “Cimmerian, I fear that your hot-blooded 
action may cost her her life. Balfore alone knew 
how to open the crypt. I was hoping that he would 
tell us how to unlock that solid stone wall. Now the 
secret has died with him.” 


Or has it? 

If you explored the Tower Room and met the 
Grand Wizard there, you have a secret number from 
him. Reverse the digits of that number now, and go 
to that page. 

If you havent been to the Tower Room, go to 
PAGE 18 now! If you make the right choices, you will 
meet the Grand Wizard and get the number from 
him. 
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“AAAAAII? 

Sorry to say, that is not the cry of the guardbeast, 
calling out its death agony, slain by your hand. 

That, unfortunately, is you screaming, Warrior. 

Close the book now. You don’t really want to 
know any more details, do you? 

Lets hope you have a quieter — and more 
successful — journey the next time you venture into 
the world of Wizards, Warriors, and You. 


END 
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Yes, you've guessed right. The number the Grand 
Wizard gave you is the secret to opening the Sealed 
Crypt. The numbers are a combination — a pattern 
of the stones in the wall it shares with Saralinda’s 
chamber. You and the Warrior and the King rush to 
her room. The sun will soon come up. Perhaps the 
air in the crypt has already run out. 

You go to the far end of the wall and count eight 
stones up from the floor and two stones left from the 
corner. You push the stone. The wall goes up like 
a curtain. Inside the crypt, sitting on a chair, is the 
Princess Saralinda — alive and well. She runs into 
her father’s arms. 

But there is someone else in the crypt — a terrible 
knight, a man with four arms and a deadly sharp 
weapon in each one. He is very still. 

“He was sent by Balfore to guard me,” Saralinda 
explains. “But the ghosts of our ancestors came 
out of their coffins and protected me, Father. They 
frightened him to death.” 

“Your Majesty,” you say, “it may seem as though 
my friend and I can perform many miracles. But 
we cannot stop the sun from rising. The sky grows 
pink.” 

“Then let the wedding take place,” the King 
commands joyously. 


Enjoy the wedding and the celebration on PAGE 95. 
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In a dark cell deep in the interior of the dungeon, 
you and the Wizard quickly place your torches in 
the holders on the wall. Then you approach the 
sealed coffin in the middle of the room. The coffin 
shakes a little from the movement of someone — or 
something — thrashing inside. You hurriedly pry 
up the lid with your sword, knowing the Princess 
must be running out of air to breathe. As the nails 
give way, the coffin’s prisoner pushes on the lid from 
the inside to help you. 

It’s not the Princess! The coffin lid bursts open, 
sending a shower of splinters through the air! An 
18-foot snake, with a head at least three feet wide, 
arches its back and stands at its full height. It hisses 
and flips its tongue at you, weaving close and then 
moving back. 

“A snake that cannot die?” you shout. “Serpent, 
we shall see! You have not felt my weapons!” 

The serpent ignores your challenge, slinks down, 
and scoops the Wizard into its gigantic mouth. 


If you have the morning star, you may choose to 
use it on PAGE 19. 
Or, you use your sword on PAGE 22. 
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Dark clouds roll across the sky, and lightning 
bolts pierce the clouds with daylight brightness. 
You've seen your magic work thousands of times, but 
its effects still are awesome, even to you. The great 
wind sweeps from the sky with unbelievable force, 
scooping up the water in the moat and showering it 
across the fields of the land. 

The sea serpent looks bewildered at first, but then 
its body feels the dire consequences of this magical 
event. Without water in the moat, the serpent soon 
weakens, drops you from its grasp, and dies, flopping 
and thrashing on the soft mud bottom of the ditch. 

Your spell has saved your life, but it has also put 
Silvergate at risk to invaders. Without the security 
of the impassable moat, enemies of the King can 
approach the castle and possibly scale its walls. 
Now the peacemaking marriage between Sir 
Marlayne, son of King Brookhaven, and Princess 
Saralinda, King Henry’s only daughter, is all the 
more important. 

Return to the castle and begin again your search 
for the Princess, with greater urgency. 


You will find help on PAGE 86. 
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“Where are we going?” the Warrior asks 
impatiently as you lead him down corridor after 
corridor of King Henry’s castle. 

“I do not know, my friend,” you say. “But 
something leads me. Something wants us to follow. 
I feel it!” 

Suddenly all your senses come alive. You feel a 
heightened awareness of every sound and sight. 
You have felt this sensation before — always when 
you are in the presence of a being or force from life 
beyond the grave. You wait in silence and then — 
yes! You see a ghostly apparition. It is an old man. 
He wears a crown! His voice is low, but you can 
make out his words: 

“You must hurry. I have seen the Princess 
Saralinda. Her time is running out. Go now. The 
kidnapper is drinking the King’s wine in the Great 
Hall.” 

Quick. You must go at once to the Great Hall. 


Turn to PAGE 38. 
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“Open your eyes, my friend. There is still much to 
do.” The voice of the Warrior says. 

You open your eyes and see the smiling face of 
the Warrior. You are alive! 

“You told me that the poison you invented for 
those arrows could kill anything. I hoped it would 
be able to kill illness — and spare the goodness in 
the heart of the Wizard,” he says. 

“Thank you, Warrior,” you say, rising to your feet. 
“You know I shall repay you.” 

Then an apparition materializes in the room. It 
wears a king’s crown and carries a royal staff in the 
shape of an egret. 

“So I did not imagine you in my madness,” you 
tell the ghost. 

“You must hurry,” the ghost says. “I have seen the 
Princess. But her time is running out. Go now. The 
kidnapper is drinking the King’s wine in the Great 
Hall!” 


Go immediately to the Great Hall, on PAGE 38. 
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You and the Warrior follow Marlayne until he 
climbs down the parapet into the guard tower 
below. You quickly cast Spell #4, Invisibility, so that 
you and the Warrior can observe the proceedings 
unnoticed. 

Inside the tower, Marlayne opens his cloak, takes 
out some bread and wine and cheese, and passes 
them to the guard. 

“Just because you're up here doesn’t mean you 
should not also celebrate your Princess’s wedding,” 
he says. 

Is he pretending to be friendly, pretending he does not 
know the Princess has been abducted? you wonder. 

But Marlayne’s generosity is befitting of a future 
king, and for now, at least, he has convinced you of 
his innocence. So you and the Warrior decide to 
explore the other clues in Saralinda’s chamber. 


Go now to PAGE 36. 
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Sir Cimmerian comes into his chamber and lights 
a candle. He does not notice that there are now three 
crusts of dry bread on the plate. Instead, he opens 
a drawer and pulls out a golden dagger. He slashes 
it through the air twice, smiles in satisfaction, and 
then hides it beneath his mail vest and his tunic. He 
snuffs out the candle with his fingertips and leaves 
the room. 

You are anxious to follow Cimmerian, but first 
you must wait for the Shift Shape spell to wear off. 
While you wait, a rat comes out of a crack in the wall 
and scurries toward you. If you were your own size, 
a rat would be a small nuisance to you. But now it 
looks like a gigantic monster as it circles the plate of 
bread, pausing and sniffing. If only the spell would 
wear off!! But suddenly the rat springs and sinks its 
needle-sharp teeth into one of the crusts of bread 
— you! Then, just as suddenly, the spell is over. But 
when you regain your own form, you see that your 
leg has a deep and bloody gash. 

“You must treat your leg immediately,” the 
Warrior warns. 

“We cannot stop now. I know that Cimmerian is 
going to use that dagger tonight. We must follow 
and stop him. It may be the only way to save the 
Princess!” you declare. 


If you wish to follow Cimmerian, you will find 
him on PAGE 44. 

If you prefer to treat your leg first, turn to PAGE 
48. 
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You may have made a mistake — a fatal mistake 
— by not immediately attacking the guardbeast 
with your sword. While you struggle to ready one of 
your other weapons, the guardbeast bats you aside 
with a quick thrash of its massive head. It then turns 
and bounds toward the stairway. 

You leap after it. But you are not fast enough to 
stop it from sending the Wizard tumbling down 
the stairs. By the time you catch up to this berserk 
monster, it has trampled several people and trapped 
King Henry in a corner of the Great Hall. 

Will you be able to save the King? Will you 
yourself survive another match with this beast? 

It all depends on the weapons you have brought. 


If you have the double-pointed mace (#8), the 
flail (#7), or the Devils Dagger (#9), turn to PAGE 49. 
If you have none of these weapons, go to PAGE 81. 
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The energy of your magic rushes through you. 
You feel a trembling, and then you see the purple 
and red flashes that mean the spell is about to 
take effect. You wait ... and then you feel a great 
weariness. You try in vain to keep your eyes open. 
Your lids get heavy... and you sleep. 

When you wake, you can see that you are still 
in your own form. Your attempt to take on the 
Princess’s shape was a failure. But you have another 
plan! 

You race to your own secret chamber, a room 
beneath the Weapons Room. Only you know of 
its existence. It is in this room that you keep your 
books, your powders, and your potions. You search 
for a magical powder, a powder that will turn to 
stone those who have a black secret in their hearts. 
This is how you plan to find the kidnapper. 

But you are followed there — for the first and 
only time in your life — by someone who managed 
to slip out of the Great Hall. You sense his presence, 
but before you can act, the attacker leaps into the 
room and ends your spectacular life. 

The villain then returns to the Great Hall. There, 
under the guise of friendship, he gives the Warrior 
a drink of poisoned wine. As the Warrior falls to the 
ground, the villain shouts, “Help this man!” And 
then, since there is no one alive to expose him, he 
lives for many years among the welcome members 
of King Henry’s court. 


END 
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You drag the murderer to King Henry’s chambers. 
You enter the room and throw the fiend at the King’s 
feet. “This man has murdered all of the servants in 
their sleep, Sire,” you tell him. 

The King recoils in horror. “What devilish plot is 
this?” he cries. “Why? Why?” 

“Some of the servants may have had knowledge 
of where Princess Saralinda is being kept,” the 
Wizard says. “He killed them all to silence a few.” 

The King grabs the murderer in a rage and 
pulls him up to the light. “I know you,” Henry says 
in surprise. “Are you not Jeffrey, squire to King 
Brookhaven?” 

The man turns away his head and doesn’t answer. 
King Henry drops him to the floor in disgust. His 
disgust soon turns to rage. “I do not believe this 
treachery!” he cries. “Brookhaven sends his son 
Marlayne to wed my daughter and his squire to 
murder my servants! It is all a plot! Marlayne 
himself had kidnapped my daughter, so that my 
kingdom will be thrown into chaos and his father 
may take over my throne!” 

The King calls for his guards. “Arrest the 
traitorous Marlayne!” he cries. “I will cut out his 
heart for breaking mine!” 


Go on to PAGE 93. 
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“Wait, Your Majesty,” you say boldly. “Killing 
Marlayne will certainly start a bloody war between 
our two kingdoms. We should not act hastily. We 
should first find out if this truly is a plot against us 
by Brookhaven and his son.” 

“You are wise,” the King replies, regaining his 
composure. “Faithful Wizard and Warrior, I charge 
you. Go now to Brookhaven’s castle. With all of your 
stealth and cunning, learn the truth in this matter. 
Learn whether Brookhaven has sent his son to 
destroy me. Act quickly. If you have not returned 
by sunrise, I will have young Marlayne killed. And 
I will march on Brookhaven’ castle to kill him with 
my bare hands!” 


Turn to PAGE 61. 
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“Mahta’s poem said, “We are not where we want 
to be.’ Maybe that means we must look outside the 
castle,” you say to the Warrior, as you slip through 
a small gate in the castle wall and walk toward the 
old mill. 

The mill does not seem a likely spot to hide the 
Princess, especially since it burned to the ground 
several months ago. But you make your way there in 
the darkness, hoping to find some sort of clue. 

The fire did not leave much of this structure. But 
birds still come here expecting to find sacks of grain 
to steal from. There is a great flutter of wings as you 
and the Warrior approach. All of the birds scatter 
in fear, except for one whose eyes glow green in the 
dark. 

“We must be madder than Mahta for even 
listening to her,” the Warrior says. 

“There must be something here,” you say, 
watching the green glowing eyes that follow you 
everywhere. 

“Go to the Tower Room,” a voice says 

“Who goes there?” the Warrior asks, sword in 
hand. 

“Go to the Tower Room. There you may take one 
risk — but do not take two.” Then there is a flutter of 
a single pair of wings, and the green eyes disappear 
into the darkness. 


Turn to PAGE 18. 
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So — just at sunrise — in a flowery forest clearing 
outside Silvergate Castle, Princess Saralinda and Sir 
Marlayne are married. 

A magnificent party takes place afterwards, 
where you and your companion begin to relax and 
enjoy yourselves. .. until the King’s page approaches 
you. “Good sirs,” says the young boy, “His Majesty 
requests to see you on a matter of great urgency.” 

But alas, the tale of that adventure must wait for 
another time. 


END 


If you choose to begin your next adventure now 
as the Warrior, turn to PAGE 9. 

If you choose to begin your next adventure now 
as the Wizard, turn to PAGE 11. 
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The 
Book of 


Spells 


For use only by the WIZARD 


As the Wizard, you may use any of 
these powerful spells. But remember, 
magic is mysterious and 
unpredictable. Use it wisely. 
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Spell #1: Shift Shape 


This spell allows you to change shape, to assume the appearance 
of an animal, plant, or any object as long as it is within view. The 
spell can also be used to change the appearance of others. You 
cannot use this spell to change into the shape of something that is 
not within open view. The spell lasts for only a few minutes. It wears 
off suddenly returning the subject to his or her former appearance. 


Spell #2: Move Time Back 


This spell allows you to move time backward. The spell can 
move time back one hour at the most. You can then change events 
by acting in a different manner during the hour. The drawback of 
this spell is that it’s impossible to predict the precise amount of 
time that will be reversed — it can be anywhere from five minutes 
up to an hour. 


Spell #3: Momentary Darkness 


A sudden darkness that lasts up to five seconds is conjured 
up by this spell. The spell is most useful for taking someone by 
surprise. The darkness is total — but you must move quickly, since 
the darkness lasts such a short time. 


Spell #4: Invisibility 


A basic spell known even by apprentice sorcerers, you can use 
the Invisibility spell to become instantly and completely invisible. 

A useful spell for fast escapes from desperate situations, it has 
one major drawback — the length of time the invisibility lasts cannot 
be predicted. It can last for as long as several weeks, or for as brief 
a period as a few seconds. 

This spell can also be used to make an enemy or an ally invisible. 


Spell #5: Invisible Shield 


An invisible shield can be conjured up that completely encircles 
you and your companions. The shield cannot be penetrated by any 
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weapon, although fire can be used to destroy it. The shield lasts as 
long as the spellcaster wishes it to. But a major drawback to this 
spell is that the shield is immovable. If the user moves more than a 
few feet in any direction, the shield disappears. 


Spell #6: Mirror Image 


When this spell is cast upon a foe, it causes the foe to see 
everything in reverse as if he or she were looking into a mirror. 
Especially effective for duels, this spell is used to confuse one’s 
enemies and throw them off balance. It lasts for about five minutes. 


Spell #7: Sorcerer’s Sleep 


This spell can be used to put anyone standing within 100 feet 
of you to sleep immediately. The spell can work on one person or 
on 500 people at once. The major drawback to this spell is that the 
length of time the foe will sleep cannot be predicted. It may be just 
for a few seconds, or a few days. 


Spell #8: The Wind 


This spell conjures up a hurricane force wind, strong enough 
to blow away the toughest foe. A most dangerous spell, it must be 
used with the utmost care — for once the wind has been summoned, 
it cannot be controlled. It may turn against the spellcaster as easily 
as against the persons it is intended to defeat. 


Spell #9: Merlin’s Fire 


This spell can be used to start a blazing fire on any object. It 
cannot be used on people or animals. The fire burns with intensity 
and cannot be extinguished until the spell is removed. This is a 
dangerous spell because the fire can spread out of control within 
seconds if the wind should change direction. 


(Note: This spell is named for Merlin but there is no known 
account of his having used it.) 
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Spell #10: Visions 


This spell will cause a foe to start seeing things, all kinds of 
things that exist only in his or her mind! An incapacitating spell, it 
will cause the foe to lose all sight of what is real and what is not. 
Advanced wizards can even control what visions a foe will see. A 
difficult spell to cast, because it sometimes backfires and affects the 
spellcaster rather than the enemy. 


Spell #11: Shrink 


This spell causes a foe or foes to shrink in size. Its effect is 
immediate and can be used on anyone — or anything — within 100 
yards. As with other spells, it is impossible to predict exactly how 
small someone will become or how long he or she will stay that way. 


Spell #12: Combat Magic 


This spell allows you to combat a magic spell that has been used 
against you or against a companion. It will immediately dispel any 
magic, except that of a Grand Wizard. This spell requires such 
concentration and energy that after performing it the spellcaster 
must rest for one entire day. The spell can be used only once during an 
adventure. 


Now that you have studied your spells, 
Begin your adventure on PAGE 11. 
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The 
Book of 


Weapons 


For use For use only by by 
the WARRIOR 


As the Warrior, you may use all the 
weapons listed here. But remember, 
a great warrior uses wisdom 
as well as might. 
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Weapon #1: The Sword of the Golden Lion 


An immortal sword that cannot be broken, the Sword of the 
Golden Lion was forged by the same swordsmith who forged the 
legendary Excalibur. The scabbard carries the inscription Forever, 
and a lion is etched in gold on the blade itself. You won the sword 
after a battle to the death against the Lancashire Sorcerer, and it has 
been at your side ever since. 

YOU CARRY THE SWORD OF THE GOLDEN LION AT 
ALL TIMES. IN ADDITION, YOU MAY CHOOSE FROM 
THE FOLLOWING LIST THREE OTHER WEAPONS TO 
ACCOMPANY YOU. 


Weapon #2: Battle-Axe 


A favourite weapon of King Henry himself, the battle-axe can 
be useful when there is little room to wield a sword. With a head 
that weighs 20 pounds, the weight and the sharpness of its cutting 
edge make it a valued weapon for the knight who’s strong enough 
to use it. 


Weapon #3: Triple Crossbow 


Designed especially for you by the Wizard, this crossbow has 
a span of three feet. It can propel three arrows at once in three 
different directions. This makes it especially useful in those 
situations when the Warrior fights alone against many. 


Weapon #4: Lance 


The eight foot-long lance is an excellent weapon for battles 
on horseback. It is usually the weapon knights turn to when their 
sword has failed them. The major drawback to the lance is the fact 
that it can be broken. 


Weapon #5: Morning Star 


This weapon is guaranteed to leave its mark on a victim’s 
memory. Sharp spikes jut out of a wooden ball, which is attached 
by a chain to a long wooden handle. The weapon isn’t effective 
against armor, but is an excellent choice for inflicting head wounds. 
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Weapon #6: Longbow with Poison-tipped 


arrows 


A simple weapon, except that the poison tips were prepared 
especially by the Wizard. Their potency never weakens, no matter 
how many victims the arrows claim. 


Weapon #7: Flail 


Used for whipping or choking, this is largely a weapon for 
desperate situations. It consists of a short wooden stick attached by 
a long cord to a long wooden handle. Major benefit of this weapon 
is that it is light and easier to carry than most weapons. 


Weapon #8: Double-pointed Mace 


A long mace with two deadly sharp points on the head, this 
weapon can be slung by a loop on the wrist and used as a club, as a 
spear or as a deadly lance. Many have wondered about the history 
of this — the only double-pointed mace in the kingdom. But you 
have refused to reveal its origin. 


Weapon #9: Devil’s Dagger 


This dagger resembles a small sword except that the blade is 
shorter and thinner. The dagger is worn on the side opposite the 
sword and is usually used to deliver a death blow to someone who 
has already fallen. Your dagger is called the Devil’s Dagger because 
of your superhuman skill at using it. 


Now that you ate suitably armed for your quest, 
begin your adventure on PAGE 10. 
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